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SYSTEM AND METHOD FOR REMOTE AUTOMATED PLAY OF A 

GAMING DEVICE 

PRIORITY CLAIM TO CO-PENDING APPLICATIONS 

[0100] This application: 

(A) is a continuation-in-part of U.S. Patent Application No. 1 0/1.59,722, 
entitled "SYSTEM AND METHOD FOR AUTOMATED PLAY 
OF MULTIPLE GAMING DEVICES," filed on May 30, 2002; 
which is a continuation of U.S. Patent Application No. 09/879,299, 
entitled "SYSTEM AND METHOD FOR AUTOMATED PLAY 
OF MULTIPLE GAMING DEVICES," filed on June 12, 2001; 
which is a continuation-in-part of U.S. Patent Application No. 
09/437,204, entitled "AUTOMATED PLAY GAMING DEVICE," 
filed on November 9, 1999, and issued on June 12, 2001, as U.S. 
Patent No. 6,244,957; which is a continuation of U.S. Patent 
Application No. 08/774,487, "AUTOMATED PLAY GAMING 
DEVICE," filed on December 30, 1996, and issued on January 11, 
2000, as U.S. Patent No. 6,012,983; 

and also 

(B) claims the benefit of priority of U. S . Provisional Patent Application 
No. 60/401, 853, "SYSTEM AND METHOD FOR REMOTE 
AUTOMATED PLAY OF GAMING DEVICES," filed August 7, 
2002. 

Each of the above applications is incorporated herein by reference hi its entirety. 
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BACKGROUND OF THE INVENTION 
1- Field of the Invention 

[0101] The present invention relates generally to a method and apparatus for 
facilitating automated play of a gaming device (or multiple gaming devices), such 
as a slot machine. 

2. Description of Related Art 

[0102] There are numerous types of gaming devices in use today. Most of 
these gaming devices, such as slot machines, video blackjack machines, video 
poker devices, or the like, require the player of the device to be physically present 
during game play. Specifically, the player must be present to continuously feed 
money into the gaming device, initiate each play of the device, and receive any 
payout from the device. The requirement of a physical presence is not only a 
hardship on a player, as will be further described below, but also results in 
substantial down-time to the casino owner of the gaming device. While casinos 
typically have a large capital investment in gaming devices, and particularly slot 
machines, these devices go unused a large portion of the time. For example, late at 
night, between successive players, and during inclement weather, are times when 
such devices may go largely unused. 

[0103] For a player, a constant presence at a gaming device may comprise both 
a physical and emotional hardship. For example, a player may wish to leave the 
gaming device momentarily to have dinner or take a short rest before returning to 
the machine. In other instances, the player may wish to leave for an extended 
period to attend a show, play a round of golf, or the like. 

[0104] Despite wanting to leave the gaming device, the player often will desire 
to continue playing. Because a player's stay at a casino is limited, a player will 
often want to maximize the playing time, thereby increasing the chances of 
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winning. For instance, a player may attempt to play at multiple gaming devices at 
the same time. Moreover, a player often desires to continue playing the same 
gaming device or devices because the player believes that the chance of winning at 
a particular device or devices is great. 

[0105] In response to a desire to physically leave a gaming device yet continue 
playing it, players have been known to manually "lock-up" a device. Such manual 
locking-up of a device has typically been achieved by placing a "reserved" sign on 
the device or, in the case of slot machines, placing a change cup on the pull handle. 
In theoiy, by manually locking-up a device, a player prevents others from playing 
that device until the player returns to resume play. 

[0106] In practice, however, manually locking-up a gaming device has several 
disadvantages. Manually locking-up a device is ineffectual as there can be no 
guarantee that other players will respect the indication that the device is locked-up. 
Despite the "reserved" sign or the change cup on the handle, another player may 
still operate the manually locked-up device. During such an apparent lock-up, the 
device is really reserved, not physically secured. Even if no other player begins 
play on the locked-up device, the time away from the device is lost; not only has 
the player lost opportunities to hit a jackpot, but also the owner of the device has 
lost significant revenue by allowing the device to go unused. Thus, there is a need 
for a method and system for automated play of a gaming device (or multiple 
gaming devices) in a continuous gambling mode while the player is away from the 
device(s). 

[0107] The game of Keno resembles automated play. A game of Keno consists 
of matching a series of player-selected numbers against a series of numbers drawn 
by the Keno system. Once the player has selected the series of numbers, the player 
selects a certain number of games for which those numbers are valid. Thus, by 
selecting several games, the player may bet on future games without further 
interaction with the system. 
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[0108] Despite proceeding without interaction between the player and the Keno 
system, there is neither true automated play nor device lock-up in Keno. The 
numbers are drawn by the system and broadcast or transmitted to a number of 
screens throughout an establishment, such as a casino. An unlimited number of 
players can attempt to match the numbers drawn. Thus, each screen displaying the 
numbers drawn by the system need not be locked-up. Furthermore, the Keno games 
continue indefinitely, without regard to either (i) a particular player's status, (ii) a 
particular player's participation, or (iii) the outcome of a prior game. Thus, while 
the number drawings in Keno may occur in a continuous manner, there is no 
automated play for a particular customer. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0109] Figure 1 is an overall schematic view of a system according to one 
embodiment of the present invention, including a slot machine, a slot network 
server, and a player communication device; 

Figure 2 is a schematic view of the slot machine of Figure 1 in 
accordance with one or more embodiments of the present invention; 

Figure 3 is a schematic view of the slot network server of Figure 1, 
including a player database, automated session database, communication device 
database, and slot machine database in accordance with one or more embodiments 
of the present invention; 

Figure 4 is a schematic view of the player database of Figure 3 in 
accordance with one or more embodiments of the present invention; 

Figure 5 is a schematic view of the automated session database of 
Figure 3 in accordance with one or more embodiments of the present invention; 

Figure 6 is a schematic view of the communication device database of 
Figure 3 in accordance with one or more embodiments of the present invention; 

Figure 7 is a schematic view of the slot machine database of Figure 3 in 
accordance with one or more embodiments of the present invention; 
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Figures 8 A and 8B show an overall flow diagram of the operation of the 
system of Figure 1 in accordance with one or more embodiments of the present 
invention; 

Figure 9 is a flow diagram of the system of Figure 1, illustrating 
termination of automated play in accordance with one or more embodiments of the 
present invention; 

Figure 10 is an exemplary table for matching numbers generated by a 
random number generator in accordance with one or more embodiments of the 
present invention; 

Figure 1 1 is a flow diagram describing an exemplary method in 
accordance with one or more embodiments of the present invention; and 

Figure 12 is an exemplary log in accordance with one embodiment of 
the present invention. 

DETAILED DESCRIPTION OF PREFERRED EMBODIMENTS 

[OHO] Various embodiments of the present invention provide a method and 
apparatus for automated play which pennits a casino to recognize substantially 
increased play time, and hence revenue, from a gaming device. At the same time, 
these various embodiments satisfy a player's emotional desire to maximize his 
playing time on a gaming device or devices, while accommodating the physical 
need to at times be away from the machines. 

[0111 ) Various embodiments of the present invention include a gaming device 
operable to receive a limiting criterion of play, initiate automated play of a gaming 
device, and terminate automated play of the gaming device upon occurrence of the 
limiting criterion. In another embodiment of the present invention, the automated 
play of the gaming device includes repetitive play of the device. 

[0112] A method according to one or more embodiments of the present 
invention provides for initiating an automated session, in which the automated 
session comprises a plurality of games, and receiving a first signal including a 
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video representation of the automated session. The first signal may be received, for 
example, from a camera operable to view at least one gaming device. The method 
also includes transmitting a second signal including the video representation of the 
automated session to a player communication device. In one embodiment, the 
second signal is transmitted in response to receiving a request for the video 
representation from a player. 

[0113] A method according to one or more embodiments of the present 
invention provides for: receiving a request for an automated session, in which the 
automated session comprises a plurality of games; initiating a first game of the 
automated session, the first game corresponding to a first gaming device; and 
initiating a second game of the automated session, the second game corresponding 
to a second gaming device. 

[0114] In many instances, the limiting criteria will be the use of the moneys 
initially authorized for play ~ i.e., a gaming device, operating in the automated play 
mode, runs out of money. The present invention further provides a method and 
apparatus for notifying a player when available credit is running low, permitting a 
player to visit and place more money in a machine, or to remotely authorize further 
funds for continued play. 

[0115] A method according to other various embodiments of the present 
invention includes the steps of communicating a player parameter selection to a 
gaming device and initiating automated play of the gaming device. In such 
embodiments, automated play of the gaming device occurs when the gaming 
device is unattended by a player. 

[0116] According to other various embodiments, the method includes the steps 
of receiving a play option and automatically playing a gaming device according to 
the play option. 

[0117] The present invention also includes a gaming device which includes a 
memory device having a player parameter selection stored therein and a processor 
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in communication with the memory device. The processor is configured to initiate 
automated play of the gaming device until occurrence of a limiting criterion of 
play. 

[0118] Various embodiments of the present invention provide for a slot 
machine operable to: receive a command to start a game, in which the command is 
a signal that does not correspond to a manually initiated play; play a game in 
response to receiving the command; and transmit outcome data corresponding to 
the game. 

[0119] Other various embodiments of the present invention receive a request 
for an automated session, in which the automated session comprises a plurality of 
games; initiate a first game of the automated session, the first game corresponding 
to a first gaming device; and initiate a second game of the automated session, the 
second game corresponding to a second gaming device. 

[0120] Various embodiments of the present invention provide for receiving 
outcome data from a plurality of gaming devices and determining which outcomes 
to include in the player's automated play session based on the player's selection 
parameters for the automated play session. 

[0121] Various embodiments of the present invention provide for allowing a 
player of an automated play session to switch automated play from one gaming 
device to another during an automated play session. Other various embodiments 
provide for initiating a game of an automated session at a gaming device that is 
different from the gaming device into which the player entered an amount of funds 
for the automated play session. 

[0122] Various embodiments of the present invention provide for determining 
an outcome of an automated play session that requires a decision by the player in 
order to determine a further outcome or a payout and then holding the outcome for 
a later decision by the player. 
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[0123] Various embodiments of the present invention provide for determining 
a player associated with an automated play session, selecting a gaming device, and 
providing the player with an offer of a reward in exchange for the player receiving 
a payout of the automated play session at the selected gaming device. 

[0124] Various embodiments of the present invention provide for determining 
a player and providing to the player an offer of a reward in exchange for the player 
playing an automated play session. 

[0125] Various embodiments of the present invention provide for allowing an 
automated play session to be based on at least one outcome of manual play at a 
gaming device. A method is thus provided for receiving first outcome data 
associated with a game initiated by a first player at a gaming device, determining 
an automated play session associated with a second player, and determining second 
outcome data for the automated play session based on the first outcome data and a 
session parameter of the automated play session. 

[0126] Various embodiments of the present invention provide for maintaining 
an audit trail for a gaming device and the outcomes of a gaming device whereby 
the gaming device may be used to provide games to an automated play session of a 
remote player (or players) while a player at the gaming device may also play the 
gaming device. 

[0127] The present invention is directed generally to automated play of a 
gaming device or devices. In various embodiments, a player enters player 
identifying information and player parameter selections at a gaming device. The 
gaming device stores the player parameter selections and proceeds to initiate 
automated play of the gaming device or of multiple gaming devices. 

[0128] Such automated play may occur while the gaming device is unattended 
by the player. In various embodiments, the gaming device is locked-up such that 
no other player may use the gaming device during automated play. In various other 
embodiments, the gaming device is not locked-up, allowing a player to play the 
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gaming device even while the gaming device is involved in automated play for a 
remote player. In this manner, the casino may benefit from increased usage of the 
gaming device. 

[0129] As noted above, one or more gaming devices used for automated play 
may be unavailable for manual play (for at least some period of time). For 
example, a gaming device may be locked-up or may otherwise be configured (or be 
configurable) so as to prevent manual play (at least temporarily). According to 
some embodiments, one or more gaming devices used for automated play may be 
physically inaccessible to a player (or to any player). For example, a plurality of 
slot machines may be stored in a location (e.g., a warehouse or room) that players 
are not permitted to enter. 

[0130] Remote communications with the player permit the player engaged in 
automated play both to enjoy the ongoing play, and to alter any pre-established, 
limiting criteria, for example relating to funding, by making appropriate 
adjustments during the course of automated play. In various embodiments of the 
present invention, such adjustments may be made at a gaming device. In other 
various embodiments, such adjustments may be made via a coimnunication device. 
Some limitations may also be altered remotely, through a telephone call or 
appropriate communication to casino personnel. The automated play session ends 
upon occurrence of a limiting criterion or upon the manual termination of the 
automated play session by the player. 

[0131] Certain preferred embodiments of the present invention will now be 
described in greater detail with reference to the drawings. Although the 
embodiments discussed herein are directed to reel slot machines, it should be 
understood that the present invention is equally applicable to other gaming devices, 
such as video poker machines, video blackjack machines, or the like. 

[0132] With reference to Fig. 1, a system 1 according to one embodiment of 
the present invention is shown. In general, the system 1 comprises multiple slot 
machines 2, a slot network server 4, and a player coimnunication device 6, such as 
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a pager, handheld display device, set-top display device, or cellular telephone, hi 
the present embodiment, each slot machine 2, which is uniquely identified by a 
machine identification (ID) number, communicates with the slot network server 4 
via a slot network 3 . The slot network 3 is preferably a conventional local area 
network controlled by the server 4. It is to be understood, however, that other 
arrangements in which the slot machines 2 communicate with the server 4 are 
within the scope of the present invention. 

[0133] As will be described in greater detail below, the slot machine 2 
communicates player identifying information and player parameter selections to the 
slot network server 4. The slot network server 4, in turn, may communicate 
locking data to the slot machine 2. Additionally, the slot machine 2 generates 
machine messages and outcome data. The slot machine 2 communicates the 
machine messages and outcome data to the slot network server 4, which, in turn, 
communicates the information to the player communication device (or 
communication devices) 6. Communication device 6, for example, a pager 
including a display, provides sufficient information to permit the player to follow 
and enjoy the play, and in some cases to authorize necessary or desired changes in 
the play. 

[0134J With reference to Fig. 2, the slot machine 2 will now be described in 
greater detail. The slot machine 2 contains a Central Processing Unit (CPU) 210, a 
clock 212, and an operating system 214 (typically stored hi memory as software). 
The CPU 210 executes instructions of a program stored in Read Only Memory 
(ROM) 220 for playing the slot machine 2. The Random Access Memory (RAM) 
230 temporarily stores information passed to it by the CPU 210 during play. Also 
in communication with the CPU 210 is a Random Number Generator (RNG) 240. 

[0135] With respect to gaming operations, the slot machine 2 may operate in a 
conventional manner. The player may start the machine 2 by inserting a coin, or 
using electronic credit, and pressing the starting controller 250. Under control of a 
program stored, for example in a storage device 280 or ROM 220, the CPU 210 
initiates the RNG 240 to generate a random number. Alternatively, the CPU 210 
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may be controlled by, or respond to, for example, a stored program or a signal from 
the slot network server 4. In such a situation, the CPU 210 would initiate the RNG 
240 to generate a random number at a time other than in response to an attending 
player pressing the starting controller 250. 

[0136] The CPU 210 looks up the generated random number in a stored 
probability table 282 and finds the corresponding outcome. Based on the identified 
outcome, the CPU 210 locates the appropriate payout in a stored payout table 284. 
The CPU 210 also directs a reel controller 260 to spin reels 262, 264, 266 and to 
stop them at a point when they display a combination of symbols corresponding to 
the selected payout and/or identified outcome. When the player wins, the machine 
stores the credits in RAM 230 and displays them in video display area 270. 

[0137] In alternative embodiments, the slot machine contains two CPUs. A 
first of the CPUs is dedicated to executing instructions for a program to allow a 
person physically present at the slot machine to play the slot machine. A second of 
the CPUs is dedicated to executing instructions for a program to allow a person 
remote from the slot machine to play the slot machine. In these embodiments, both 
a person physically present and a remote person can play the same slot machine. 
However, each will receive the benefit of outcomes generated on different 
processors. Casino regulators may prefer such an arrangement as men there is no 
question as to whether an outcome generated at a gaming device should benefit a 
person physically present at the slot machine, or a remote player. Of course, two 
remote players could play the slot machine using a respective CPU in a slot 
machine containing multiple CPUs. 

[0138] A hopper controller 290 is connected to a hopper 292 for dispensing 
coins. When the player requests to cash out by pushing a button on the slot 
machine 2, the CPU 210 checks the RAM 230 to see if the player has any credit 
and, if so, signals the hopper controller 290 to release an appropriate number of 
coins into a payout tray (not shown). 
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[0139] In alternative embodiments, the slot machine 2 does not include the reel 
controller 260 and reels 262, 264 266. Instead, a video display area 270 
graphically displays representations of objects contained in the selected game, such 
as graphical reels or playing cards. These representations are preferably animated 
to display playing of the selected game. 

[0140] Also in conununication with the CPU 2 1 0 is a player tracking device 
300. The tracking device 300 may comprise a card reader 3 10 for reading player 
identification information stored on, or otherwise indicated by, player tracking card 
312. As used herein, the term player identifying information denotes any 
information or compilation of information that uniquely identifies a player. In the 
present embodiment, the identifying information is a player identification (ID) 
number and player name. Although not so limited, the player tracking card 3 12 of 
the present embodiment stores the player ID and player name on a magnetic strip 
located thereon. Such a magnetic strip and device to read the information stored on 
the magnetic strip are well-known. 

[0141] The player tracking device 300 also includes a display 320, having a 
touch screen, or a keypad 330. In operation, as discussed below, the slot machine 2 
may display a message prompting the player to enter player parameter selections. 
In the present embodiment, a player enters the player parameter selections via the 
display 320 which includes a touch screen. In an alternative embodiment, the 
player enters the player parameter selections via a keypad 330, which is part of the 
tracking device 300 and, therefore, in communication with the CPU 210. 

[0142] Also connected to the CPU 210 is a slot network server interface 340. 
The network server interface 340 provides a communication path between the slot 
machine 2, the slot network 3, and the slot network server 4. Thus, as discussed in 
greater detail below, information may be communicated among the player tracking 
card 312, player tracking device 300, slot machine 2, and slot network server 4. 

[0143] In alternative embodiments, the slot machine 2 may contain the 
communication device 6, which may be detached from the slot machine 2 for 
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remote play. The player may be required to swipe a credit card, provide a credit 
card number, or to put up a deposit before detaching the communication device 6. 

[0144] In many embodiments, the construction and operation of the slot 
machine 2 may be simplified. For example, a slot machine supporting remote play 
may be simpler than a counterpart on a casino floor because the slot machine 
supporting remote play need not necessarily interact directly with a player. A slot 
machine supporting remote play may, in some embodiments, be without lights, 
graphics, and sounds meant to attract players on the casino floor. The slot machine 
may also lack coin handling abilities, touch screens, display screens, user interfaces 
such as buttons and handles, and large outer casings. A slot machine supporting 
remote play may even lack means for displaying outcomes, such means including 
reels, video displays, bonus areas, etc. 

[0145] In one embodiment, a simplified slot machine consists of only a CPU, a 
slot network interface, and supporting hardware. Supporting hardware might 
include power supplies, heat sinks, motherboards, a clock, and a casing for 
enclosing one or more of the other hardware components. 

[0146] In some embodiments, multiple slot machines, or multiple components 
of separate slot machines, may be placed within the same outer casing. For 
example, a single metal enclosure surrounds three sets of reels, three CPUs, and so 
on. A particular CPU may receive instructions from the slot network server to 
generate outcomes in accordance with instructions provided by a player. The CPU 
may then generate such outcomes, and communicate the outcomes back to the slot 
network server (e.g., for transmission to the player communication device). The 
CPU may actually be a dedicated integrated circuit, e.g. an application-specific 
integrated circuit (ASIC), dedicated only to generating game outcomes. The 
dedicated integrated circuit may also take the form of a random number generator. 
The random number generator may communicate random numbers to the slot 
network server, which may then convert the random numbers to game outcomes 
using a table such as that depicted in Figure 10. 
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[0147] A simplified slot machine may additionally include a memory, such as a 
RAM, for storing instructions received from a player or from the slot network 
server. The instructions may indicate to the simplified slot machine how to 
generate outcomes for a player. The memory may also be used to track the number 
of credits won or lost by a player. 

[0148] A simplified slot machine may include a display for displaying 
outcomes, but in some embodiments the display may be very rudimentary (relative 
to a display on a typical slot machine). For instance, the display may consist of 
between three and five regions, each with a ten-by-ten matrix of black and white 
pixels. Each region of pixels may be suitable for displaying a simple 
representation of common slot indicia, such as a cherry, lemon, or jack of 
diamonds. The display may serve several functions. In one capacity, the display 
may alert a casino attendant as to the outcome generated by the machine. The 
display may also alert a player (e.g., a player watching from a remote location via a 
video camera) as to the outcome generated by the simplified slot machine. 

[0149] According to various embodiments of the present invention, a display 
may also indicate the identity of a player on whose behalf spins are made, the 
number of spins that have been made for the player, the number of credits 
remaining for the player, and any other pertinent information. Of course, many 
other types of display are also possible. A display may by a liquid crystal display 
capable of displaying text characters. Each text character may represent a different 
indicium of automated play at the slot machine. For instance "c" represents cherry, 
"A" represents ace, and so on. 

[0150] A display may also be embodied as mechanical reels, paper flaps 
arranged in a looped configuration with the loop peipendicular to the plane of each 
paper flap (a display common in bus and train stations), and so on. A display may 
be of any size. In one embodiment, the display is only several square centimeters, 
large enough for the display of text or small graphics. 
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[0151] A slot machine, including a simplified slot machine, may include a 
display of the time and date. Such a display may take the form of an analog or 
digital clock, as well as a calendar. The clock may be periodically synchronized 
with a more accurate clock, such as an atomic clock, present at the slot network 
server or in some other location. The clock may allow any casino attendant or 
player viewing the slot machine to ascertain the time at which an outcome was 
generated. The clock, whether or not it has a display, may also be used in the 
creation of the audit information. For instance, when the CPU generates an 
outcome, the CPU may refer to the clock to determine the time at which the 
outcome was generated. The time on the clock may then be recorded next to the 
outcome. 

[0152] In one embodiment, the clock may have the capability to display times 
in more than one time zone, either individually or simultaneously. Furthermore, 
the calendar may have the capability to display the dates in more than one time 
zone. The slot machine may then receive information about the location of the 
remote player, and display the time and date suitable to the remote player's time 
zone. Relevant player information may include, for instance, the location of the 
player's residence. Player information may be received from the slot network 
server, or may be obtained from the player database of Figure 4. When displaying 
the time and date corresponding to a remote player's location, the clock and 
calendar may simultaneously display the time and date at the location of the slot 
machine. 

[0153] The slot machine may be associated with a machine identifier that 
identifies the machine. For example, the machine identifier may be a sequence of 
alphanumeric characters, such as "FRUITSLOT12345", a bar-code, a picture, a 
pattern of radio signals, or any other identifier. The color of a machine may also 
serve as the machine identifier. The machine identifier may be a permanent fixture 
of the machine. For instance, the machine identifier may be carved into the side of 
the casino casing of the machine. Alternatively, the machine identifier may be 
displayed on a display device of the machine. 
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[0154] A slot machine identifier may allow a casino attendant or a remote 
player to more easily locate a machine of interest. For example, suppose a casino 
attendant wished to view a video audit tape of a particular machine. The casino 
attendant would note the machine identifier and would then look for the machine 
with a like identifier carved on its casing. Furthermore, a remote player viewing a 
video feed of his slot machine can be assured by looking at the machine identifier 
that his outcomes are being generated consistently by the same machine. 

[0155] Various types of slot machines, including a simplified slot machine, 
may comprise a camera. For example, the camera may be situated to film the 
display area of the machine. The camera may then transmit a video feed of the 
display area to the slot network server, which may in turn transmit the video feed to 
the remote player. A video feed may comprise what appeals to be full motion 
video, one or more still images, or any other type of image. 

[0156] A remote player viewing the feed from the camera may therefore watch 
a simplified slot machine as it generates outcomes on his behalf. The player may 
thereby feel confident that outcome information transmitted to the communication 
device does in fact correspond to outcomes generated by his simplified slot 
machine. Via the camera feed, for example, a remote player may view the 
outcomes he receives, his remaining credits, and his accumulated winnings, as 
displayed at the gaming device. The remote player may also view the time and 
date displayed on the gaming device. A remote player who sees the time and date 
displayed on the video feed may feel reasonably confident, for example, that he is 
seeing his outcomes as they are generated in real time, rather than seeing old 
outcomes that may have been substituted because they were losing outcomes. 
Even if a player is not viewing his outcomes as they are generated in real time, he 
can check the clock to make sure the outcomes were generated at the time for 
which he left instructions to generate the outcomes. 

[0157] In some embodiments, a camera is not part of the slot machine. For 
example, the camera may not be attached to the slot machine or to the slot machine 
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casing. The camera may instead be attached to the ceiling or to the floor of the 
building housing the slot machine, or to some other fixture. 

[0158] In some embodiments, a camera may be mobile. For instance, the 
camera may be attached to a robotic arm capable of motion in one or more 
dimensions. The camera may additionally have the capability of pivoting or 
rotating along one or more axes. The camera may also have the capability of 
changing its focus from a proximate focal point to a distant focal point, and vice 
versa. Furthermore, the camera may be able to change the direction of its focus 
without motion of the entire camera. The ability of the camera to move or to be 
moved, as well as to change its focus, allows a single camera to alternately film 
different slot machines, or to film multiple slot machines at once. Therefore, one 
advantage of having a separate camera is that a casino may save on the expense of 
attaching a camera to each individual slot machine. 

[0159] A camera may be in communication with a slot network server. Then, 
the slot network server may provide the camera with instructions, for example, to 
focus on a slot machine that is currently generating outcomes. 

[0160] If a camera is focused on a large number of slot machines at once, it 
may be desirable for a slot machine to indicate when it is active, and for whom it is 
generating outcomes, hi this way, a remote viewer who sees a number of slot 
machines via a camera feed, can discern which slot machine is his. hi one 
embodiment, a slot machine may include a light source. The light source may be 
turned on when the slot machine is, for example, currently in the process of 
generating outcomes. The light source may be left off when the slot machine is 
inactive. A slot machine may possess other indicators of activity, such as a flag 
that is raised or lowered depending on activity, or even a text indicator displaying 
the words "active" or "inactive." In some embodiments, slot machines may have 
the capability of displaying a number of different indicators, e.g., lights of many 
different colors. That way, a first remote player can focus on the machine with the 
purple light, a second remote viewer can focus on the machine with the green light, 
and so on. 
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[0161] According to some embodiments, a camera, whether or not it is attached 
to the slot machine, may come under the control of a remote player. For instance, 
the player may communicate to the slot network server that he wants the camera on 
his slot machine to zoom in on the display of his outcomes. A remote player may 
request that a mobile camera face in the direction of his slot machine. Such 
communications from the player may be relayed to the camera via the slot network 
server. Alternatively, the communication device may relay the player's request via 
the slot machine, which may then relay the request to an attached camera, or to a 
separate camera via the casino server. 

[0162] In some embodiments, multiple cameras may be available for viewing a 
slot machine. For instance, two cameras can be used to create a three-dimensional 
visual depiction of the slot machine. This is accomplished by situating the cameras 
so that one camera mimics the function of a left human eye, and the other camera 
mimics the function of a right human eye. The feeds from the cameras can then be 
combined using well-known techniques to produce a three-dimensional depiction. 
This three-dimensional representation may then be transmitted to a player's 
communication device. 

[0163] It is foreseen that, in many embodiments, a casino will wish to pack 
numerous slot machines into a compact area. On a casino floor, one factor that 
limits the number of slot machines is the fact that people must physically sit or 
stand in front of the slot machines in order to play them. It may be undesirable for 
slot machines to be packed so tightly that people would have to stand shoulder to 
shoulder in order to play them. Furthermore, typical slot machines cannot be 
stacked on top of one another, because, in part, people cannot reach high enough to 
play the uppermost slot machines. These limitations, however, may not apply to 
some types of simplified slot machines played by remote players. 

[0164] In some embodiments, the casing a slot machine is constructed so that 
the slot machines may be stacked on top of one another. The casing, in one 
embodiment, may take the form of a box, where the box contains six sides, each 
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side having four right-angled corners, and with opposite sides being substantially 
parallel to each other. 

[0165] In another embodiment, the casing of a slot machine is built such that 
the top surface of the slot machine is of a convex nature with a shape 
complementing its bottom surface, which is of a concave nature. In this way, when 
a slot machine is situated on top of a like slot machine, its concave bottom surface 
fits over the convex top surface of the machine below. In a related embodiment, 
the top surface of a slot machine is concave, and the bottom surface is convex. In 
still another embodiment, the top and bottom surfaces of the slot machine contain 
both convex and concave components, with components from the top surface 
complementing those of the bottom. 

[0166] In one embodiment, the top surface of a first slot machine need not be 
complementary to its own bottom surface, but only to the bottom surface of the slot 
machine to be situated above. Similarly, the bottom surface of a slot machine need 
only be complementary to the top surface of a slot machine to be placed below. 

[0167] In some embodiments, slot machines are not stacked directly on top of 
one another, but may be placed onto supporting structures, such as shelves. 

[0168] Arranging slot machines in three dimensions (e.g., by stacking) may 
make it slightly more complicated to specify a slot machine's location. A slot 
machine's location might be specified, for example, in three coordinates 
corresponding to distances from a fixed reference point, such as the door of a 
warehouse, in three spatial dimensions. Another example of specifying a slot 
machine's location is to identify it as "in the third aisle, four machines down, on 
the second shelf." 

[0169] It will be readily understood that a mobile camera might be 
programmed to locate any set of coordinates within a given space, such as a 
warehouse. Then, a slot network server need only provide coordinates to the 
mobile camera for the camera to be able to find the specified slot machine. 
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[0170] A slot machine may have a simplified casing. Slot machines on a 
casino floor typically have colorful and decorative casings so as to attract players. 
For instance, a jungle scene, or a pyramid scene might be painted onto the outer 
service of a slot machine. A slot machine played on behalf of a remote player may 
also have a decorative casing. A decorative casing may be appealing to some types 
of players viewing a machine (e.g., via a camera from a remote location). 

[0171] Slot machines being played and/or viewed remotely need not 
necessarily have casings as durable as a typical slot machine on a casino floor. For 
example, slot machines that are played remotely need not be on a casino floor at 
all, and may not ever be accessible by players (or may not be accessible as 
frequently). If players will not be leaning on the slot machines, nor resting drinks 
on them, nor jerking then handles, the casings need not be designed to withstand 
these stresses. Accordingly, the casing on a slot machine used for an automated 
play session may be constructed from cardboard, paper, or any other non-durable 
material. Such non-durable casings may serve to vastly reduce construction costs 
for a slot machine. 

[0172] Furthermore, the casing of a slot machine may or may not be integral to 
the structural integrity of the machine, and in some embodiments may serve solely 
as decoration. For instance, a slot machine may be constructed with all hardware 
anchored to the inside of a metal shell. However, surrounding the metal shell may 
be placed a cardboard outer surface, serving only as decoration. Alternatively, the 
cardboard outer surface may not provide structural integrity, but may contain 
information, such as the machine identifier, type of machine, and so on. Casings 
may also only partially surround or enclose the functional hardware of the slot 
machine. For example, a cardboard casing may be placed only on the front side of 
a slot machine. Then, from the vantage point of a camera facing the front of the 
slot machine, it would appear that the machine is completely surrounded. 

[0173] The casing of a slot machine may further include images or other 
representations of buttons, handles, coin slots, coin trays, and any other desirable 
elements, such as those typically found on a slot machine on a casino floor. For 
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instance, the casing of a slot machine may have a picture of a "SPIN" button 
painted on its surface. 

[0174] Alternatively, a more realistic depiction of a spin button may be 
constructed by making small box out of cardboard and pasting the box onto the 
surface of the machine. Of course, there are many other possible ways to visually 
represent the elements of a slot machine to make the slot machine look more 
conventional on camera. In some embodiments, a slot machine uses the same 
casing that would appear with the slot machine on a casino floor. Therefore, for 
example, the casing is durable, has potentially functional buttons, etc. However, in 
the case of a slot machine playing on behalf of a remote player, some of the 
elements of the slot machine may be left intentionally without electrical or 
mechanical connections. Thus, for example, although a slot machine might appear 
realistic in every way, the "SPIN" button (and/or other types of input or output 
devices) would not be operable. 

[0175] hi one embodiment, a decorative or other casing of a slot machine 
would leave openings through which underlying aspects of the slot machine would 
be visible. For example, suppose the core hardware of a simplified slot machine 
comprises three reels, one or more motors for rotating the wheels, a CPU, and other 
supporting hardware and electronics. The hardware, save for the reels, is enclosed 
in a metal shell. The reels are visible to the outside. A decorative cardboard casing 
is added to the slot machine so as to cover the metal shell and make the slot 
machine more attractive. However, it may be desirable that the cardboard does not 
obscure the reels. Therefore, a window is left in the cardboard through which the 
reels may be viewed. Thus, the overlying casing obscures the metal shell, but not 
the reels themselves. 

[0176] One further advantage of using cardboard or other decorative casings is 
that a cardboard shell might be easily added or removed from a machine. For 
instance, suppose that a warehouse contains 1000 simplified slot machines. Five 
hundred currently run programs to play 9/6 Jacks Or Better™ video poker. If it 
happens that 9/6 Jacks Or Better™ becomes very popular, the casino operator of 
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the warehouse may wish to convert one hundred more machines to 9/6 Jacks Or 
Better™. To do so, the casino need now only reprogram the one hundred machines 
to play 9/6 Jacks Or Better™ by, for example, loading game software into a 
memory of the machines. The casino operator may then simply place a cardboard 
front end on the one hundred machines, with the front end depicting an interface to 
the 9/6 Jacks Or Better™ video poker game. The casino operator has thereby 
eliminated the need to remove one hundred machines from the warehouse and to 
add one hundred new ones. 

10177] In one embodiment, a slot machine may operate much more rapidly 
than does a typical slot machine on the floor. For instance whereas a slot machine 
on the casino floor may typically take several seconds to produce an outcome after 
the initiation of a handle pull, a slot machine may generate an outcome within 
small fractions of a second. By repeatedly generating outcomes quickly, a slot 
machine may generate, for example, ten thousand outcomes in a second. It may be 
advantageous for a slot machine to generate outcomes rapidly if a player is not 
physically present at the machine, because there is no reason to provide the drama 
of a delay prior to the resolution of an outcome. Therefore, outcomes may be 
generated more rapidly, with each outcome earning a positive expected return for 
the casino. 

[0178] In one embodiment, slot machines may share one or more components. 
The sharing of components may reduce costs associated with manufacturing the 
same components for every slot machine. In one embodiment, a slot machine may 
consist only of reels, a reel controller, and a metal shell. Multiple such slot 
machines may be in communication with a single processor (e.g., a slot server). 
The processor may then generate outcomes for each of the slot machines, and each 
slot machine may display its outcomes using its own set of reels. 

[0179] In one embodiment, a single slot machine may generate outcomes for 
multiple players during the same period of time. For instance, a slot machine may 
contain multiple pay lines. An outcome corresponding to a first pay line may 
belong to a first player, and an outcome corresponding to a second pay line may 
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belong to a second player. The outcomes may thereby be generated at the same 
instant. Each pay line may even be labeled with an indicator of the player to whom 
the pay line corresponds. For instance, "Joe" is displayed on a liquid crystal 
display (LCD) next to a first pay line, and "Linda" is displayed next to a second 
pay line. Then, a player watching the slot machine via camera feed would know 
which pay line belonged to him. 

[0180] In some embodiments, the same outcome may be applied to multiple 
players. For example, a casino attendant places a bet of fifty cents on behalf of Joe, 
and fifty cents on behalf of Linda, with both bets to be resolved by the same 
outcome on the same gaming device. If the outcome then is determined to be, say, 
"cheiTy-cherry-cherry," then both Joe and Linda receive the full payout for "cherry- 
cherry-cherry." 

[0181 j In another embodiment, half of a bet is contributed on behalf of Joe, and 
the other half on behalf of Linda. Then, upon the occurrence of a winning 
outcome, Joe and Linda each receive half of the corresponding payout. Of course, 
Joe and Linda may each contribute to a full bet in other proportions, e.g., 2/3 and 
1/3, respectively. 

[0182] In some embodiments, the accounting process for receiving multiple 
player bets on the same outcome may be simplified. For example, money from 
both players is pooled in a fixed proportion (e.g., one to one). Then, the pooled 
money is used to place bets on behalf of both of the players. Then, at the end of a 
session, any remaining money is divided between the players following the same 
proportion in which the money was pooled. In this way, there is no need to divide 
every individual payout among multiple player accounts, nor does a single bet need 
to be aggregated from multiple different accounts. 

10183] With reference to Fig. 3, the slot network server 4 will be described in 
greater detail. Like the slot machine 2 of Fig. 2, the slot network server 4 has a 
Central Processing Unit (CPU) 410. The CPU 410, which has a clock 412 
associated therewith, executes instructions of a program stored in Read Only 
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Memory (ROM) 420. During execution of the program instructions, the CPU 410 
temporarily stores information in the Random Access Memory (RAM) 430. 

[0184] Additionally, the CPU 410 is coupled to a data storage device 440, 
having a transaction processor 442, a casino player database 444, an automated 
session database 446, a communication device database 448, and a slot machine 
database 449. In general, the transaction processor 442 manages the contents of the 
data storage devices 440. As discussed in detail below, the player database 444, 
automated session database 446, the communication device database 448, and slot 
machine database 449 store information related to player identification, automated 
operation of the slot machine 2, remote communication to the player's 
communication device 6, and slot machine outcomes, respectively. 

[0185] In order to communicate with the conmiunication device 6, the slot 
network sever 4 also includes a communication port 450. The communication port 
450 is coupled to both the CPU 410 and the data storage device 440. Thus, the 
CPU 410 can control the communication port 450 to receive information from the 
data storage device 440 and transmit the information to the communication device 
6. Note that the communication path between the communication port 450 and the 
communication device 6 need not be hardwired. As noted above, the 
communication device 6 is preferably a pager, a handheld device including a 
display (e.g., such as a PDA), or a cellular telephone, and preferably employs 
wireless communication. 

[0186] Lastly, the slot network server 4 includes a slot machine interface 460 
coupled to the CPU 410. The slot machine interface 460 allows the slot network 
server 4 to communicate with the slot machines 2 coupled to the network. 

[0187] The player database 444 of the present embodiment as shown in Fig. 4, 
includes multiple records having multiple fields of information. Specifically, the 
player database 444 comprises multiple records, each record being associated with 
a particular player, as identified by a player identification (ID) code. The fields 
within each record include: name 4440, social security number 4441, player ID 
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4442, address 4443, telephone number 4444, credit card number 4445, credit 
balance 4446, complimentary information, such as complimentary points awarded 
4447, hotel room number 4448, and player status rating 4449. Thus, having 
information related to one field, such as player ID 4442, allows the slot network 
server 4 to retrieve or access further information stored in the other fields of that 
player's record. 

[0188] It is to be understood that not all of these identifying fields, nor the 
illustrated design of the player database 444, are necessary for operation of the 
present embodiment. Specifically, the name 4440, social security number 4441, 
player ID 4442, address 4443, telephone number 4444, credit card number 4445, 
and hotel room 4448 fields are merely representative of additional infonnation that 
may be stored and used for other purposes. For example, in an alternative 
embodiment, credit card number 4445 and hotel room number 4448 are used for 
billing purposes and social security number 4441 is used to generate tax forms 
when a player wins a jackpot over a given amount. 

[0189J Complimentary points awarded 4447 and player status rating 4449 are 
further illustrative of additional information a casino may store in a player's record. 
Thus, in the present embodiment, only the player's name 4440, player ID 4442, and 
credit balance 4446 are necessary. 

[0190] The automated session database 446, as shown in Fig. 5, comprises 
multiple records, each record pertaining to an automated play session of a 
particular player, as identified by the player ID. Consequently, one field in each 
record is the player ID field 4460. Other fields include: machine identification 
(ID) number(s) 4461, start time 4462, end time 4463, maximum number of pulls 
4464, limiting credit balance 4465, limiting maximum payout 4466, bet per pull 
4467, time between pulls 4468, and communication device number 4469. As will 
be apparent to one of ordinary skill in the art, since both the player database 444 
and the automated session database 446 include a player ED field, 4440 and 4460, 
respectively, the system 1 can correlate any information stored in the player 
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database 444, corresponding to a particular player, with any information stored in 
the automated session database 446, corresponding to that same player. 

[0191] The communication device database 448, as shown in Fig. 6, includes 
multiple records, each record pertaining to a different communication device 6 as 
identified by a communication device number as stored in the communication 
device number field 4480. The additional fields in each record include: 
communicator identifier 4481, player ID 4482, communicator time out 4483, and 
communicator tune in 4484. Because the communication device database 448 and 
the automated session database 446 both include a communication device number 
field 4481, 4469, respectively, information can be correlated between the two 
databases. Furthermore, because the communication device database 448, like the 
automated session database 446 and the player database 444, contains a player ID 
field 4482, the system 1 can correlate information contained vvithin these three 
databases 444, 446, 448 for a particular player, as identified by the player ID. 

[0192] hi one embodiment of the present invention, the information stored in 
the communication device database 448 is used to inventory the communication 
devices 6. The communication time out 4483 represents the time at which a player 
removed a communication device 6 from a slot machine 2 and the communicator 
time in 4484 represents the time the communication device 6 was returned to the 
slot machine 2. Having such information, the slot network server 4 may, at any 
given time, search the communication device database 448 and determine which 
communication devices 6 are presently in use. Furthermore, for any 
communication device 6 that has been out for more than a given period, the server 
4 may determine which player, based upon the player ID number in field 4482, last 
used the device 6. Moreover, based on the player ID number, the server 4 can 
obtain the information necessary to contact that player from that player's record in 
the player database 444. 

[0193] As will be understood by those skilled in the art, the ultimate goal of 
most slot machine players is to hit a jackpot payout. The enjoyment of the play, as 
well as the ability to maximize the chance of hitting a large jackpot, is increased by 
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more play. Play can be increased both by playing longer, and by playing faster. As 
will be appreciated from a consideration of the process described below, the 
present invention permits both increased duration and speed of play. 

[0194] The slot machine database 449, as shown in Fig. 7, relates to 
information concerning each slot machine 2. As illustrated, each slot machine 2 
has an associated record in the database. Each slot machine 2 is identified by a 
unique machine ID number, as stored in the machine ID number field 4491 . The 
other fields in the slot machine database 449 include: machine type 4492, machine 
denomination 4493, maximum coins allowed 4494, payout structure 4495, reel 
positions 4496, and payout 4497. Because the slot network server 4 may search 
any field in the slot machine database 449, the server 4 is able to identify a slot 
machine 2, not only by its machine ID number 4491, but also by the type 4492 and 
denomination 4493 of the slot machine 2. 

[0195] Having thus described the components of the present embodiment, the 
operation of the system 1 will now be described in greater detail with reference to 
Figs. 8 A and 8B, and continuing reference to Figs. 1-7. It is to be understood that 
the programs stored in ROM 420 of the slot network server 4 and ROM 220 of the 
slot machine 2 provide the function described below. 

[0196] As shown at step 510, the slot machine player first inserts the player 
tracking card 312 into the card reader 310. The card reader 310 then proceeds to 
read player identifier information from the tracking card 312. The player identifier 
information, namely the player's name and the player ID, are communicated from 
the slot machine 2 to the slot server 4. Upon receiving the player identifying 
information, the slot network server 4 authenticates the information. This step, 
depicted as step 520, includes the slot network server 4 searching the player 
database 444 for a record containing the player name and player ID received in the 
appropriate field 4440, 4442, respectively. Once the slot network server 4 
authenticates the player identifying mformation, the server 4 transmits a signal to 
the slot machine 2 acknowledging such authentication. 
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[0197] In step 530, the player chooses to select automated slot machine play. 
According to various embodiments of the present invention, the player may choose 
to select automated slot machine play after receiving an offer of a reward in 
exchange for the player participating in an automated play session. The casino may 
provide such an offer in order to encourage automated play during nighttime hours 
when use of the slot machines is lower. Alternatively, the casino may provide such 
an offer during peak hours so as to free up a machine for other players. Of course, 
the casino may provide a reward for automated play in order to allow another 
player to use the slot machine manually, or to increase the number of players 
playing on the slot machine(s), whether remotely or manually (as discussed further 
below). A reward might be, for example, a bonus payout, a higher payout 
schedule, a meal compensation, a gift certificate, free credits, or the like. 

[0198] The slot machine 2 also prompts the player to enter funds for use during 
the automated play session. Specifically, as shown in step 540, the player enters 
coins or bills into the slot machine 2. The slot machine 2 registers the total amount 
of money deposited by the player. The slot machine 2 then transmits a signal to the 
slot network server 4 indicating the amount of funds deposited by the player. In 
response, the slot network server 4 accesses the record in the player database 444 
corresponding to the particular player and increments the credit balance field 4446 
in accordance with the amount of funds deposited. 

[0199] In the alternative, gaming credits accumulated during non-automated 
play of the slot machine 2 may be used to fund the automated play session. The 
slot machine 2, which locally stores the gaming credits in memory, transmits an 
indication of the amount of credits to the slot network server 4 for addition to the 
credit balance 4464. 

[0200J In yet another alternative embodiment, the player, prior to initiating an 
automated play session, produces the player tracking card 3 12 at a slot change 
booth or casino cage and deposits a certain amount of funds. The casino personnel 
reads the player ID number from the player's tracking card 312 with a card reader 
and proceeds to access the record in the player database 444 corresponding to that 
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player ID. The cashier then increments the credit balance field 4446 by the amount 
of funds just deposited. 

[0201] In step 550 the remote player enters the player parameter selections. 
More specifically, the slot network server 4 transmits a signal to the slot machine 2 
causing the slot machine 2 to display a prompt on the display 320 requesting that 
the player enter the player parameter selections. As noted above, the player 
preferably enters the player parameter selections via the touch screen on the display 
320. In an alternative embodiment, the player enters the player parameter selection 
via keypad 330. In yet another alternative embodiment, the player parameter 
selections are previously stored in a record in the automated session database 446 
as identified by the particular player's player ID in field 4460. Alternatively, the 
player may enter the player parameter selections via communication device 6. 

[0202] Player parameter selections include both play options and limiting 
criteria of play. Play options, as used herein, include any information used to 
define automated play. In the present embodiment, play options include the bet per 
game or handle pull and time between games or handle pulls, as stored in fields 
4467 and 4468 of the automated session database 446. Other play options may 
include, for example, the type(s) of slot machine(s) to be played. For example, a 
player might request an automated play session including only games played at slot 
machines which had produced the most (or, alternatively, the fewest) wins in the 
last hour. Alternatively, the player may wish to define an automated play session 
that includes only games played by players from a specific geographic area. 

[0203] A limiting criterion, on the other hand, is any information that may 
define the beginning or end of an automated play session, hi the present 
embodiment, limiting criteria include: start time, end time, requested number of 
games or handle pulls, credit balance, total losses, total winnings, and limiting 
maximum payout. By definition, the expiration of all available credits/funding for 
playing the machine will, unless other arrangements are made in advance with the 
casino, constitute a limiting criteria of play. Similarly, the player may define a 
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specific winning credit value as a limiting criteria of play (e.g., stop playing if a 
credit of one thousand dollars is ever registered). 

[0204] Once the slot machine 2 receives the player preference selections, the 
slot machine 2 transmits the information to slot network server 4. The slot network 
server 4, as shown in step 560, proceeds to store the player parameter selections in 
the appropriate fields in the automated session database 446. 

[0205] In addition to storing the player parameter selections, the slot network 
server 4 assigns an address in RAM 430 to keep current totals of actual limiting 
values. An actual limiting value is a value that corresponds to a limiting criterion 
of play. More specifically, an actual limiting value is the actual, current total of a 
criterion value necessary to determine whether any of the limiting criteria of play 
have occurred. 

[0206] Thus, in the present embodiment, the slot network server 4 assigns an 
address in RAM 430 to store the number of games or handle pulls that actually 
occur during automated play. Additionally, the server 4 assigns an address in 
RAM 430 to store the actual amount of losses or winnings during automated play. 
Both the actual number of handle pulls and the actual amount of wirrnings or losses 
may be actual limiting values. 

[0207] Furthermore, the current credit balance, which is stored in RAM 430, 
may also be an actual limiting value. As described below with reference to steps 
590, 600 and 620, these actual limiting values are updated during automated play 
and used to determine whether a limiting criterion has occurred. 

[0208] The server 4 may also assign an address in RAM 430 to store a time 
value corresponding to the play option of time between handle pulls 4468. 

[0209] Next, in step 570, the automated play session commences. In one 
embodiment of the present invention, the commencement of automated play 
includes the slot network server 4 transmitting locking data to the slot machine 2. 
The locking data is a signal that prevents the slot machine 2 from accepting coins 
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and entering manual mode. The locking data may also be a signal that prevents a 
player from pulling a pull handle or otherwise initiating a manual play of the slot 
machine 2. 

[0210] Alternatively, locking data may be sent by slot network server 4, in 
accordance with the player's preferences, to a different slot machine than the slot 
machine 2 where the player entered funds and/or session parameters. Locking data 
may instead be sent by slot network server 4 to more than one slot machine, 
thereby enabling automated play of multiple locked-up slot machines in one 
automated session. 

[0211] The slot network server 4 need not transmit locking data. If so, slot 
machine 2 is not locked and may be used by any player (including the player for 
whom automated play has commenced), hi this manner, a casino may maximize 
the use of a particular slot machine (or slot machines). 

[0212] For example, a typical slot machine 2 is capable of generating random 
numbers more frequently than a typical player initiates a game at the slot machine 2 
(e.g., presses the starting controller 250). Thus, RNG 240 may generate a random 
number in response to an attending player pressing the starting controller 250 
during a manual play, and may also generate a random number for a game of an 
automated play session while, for example, the spin reels 262, 264, and 266 are 
spinning for the manual play. 

[0213] Alternatively, a random number generated by an attending player' s 
manual play of slot machine 250 may be used to determine an outcome and/or a 
payout of a game of an automated play session. Thus, a single random number 
may be utilized in determining both an outcome of a game of a remote player's 
automated play session and an outcome and/or a payout of a game of the attending 
player. Similarly, a game of an automated play session may utilize the outcome 
and/or payout of a manually played game. 
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[0214] Thus, according to various embodiments of the present invention, an 
automated play session may include games played at a single locked-up slot 
machine, games played at multiple locked-up machines, games played at a slot 
machine (or slot machines) that is unavailable for manual play (e.g., that is for 
remote play only), games played at a slot machine (or slot machines) while the 
machine is also being manually operated, games played manually at a slot machine 
(or slot machines), or any combination of the above in accordance with player 
preferences and/or casino operation preferences. 

[0215] Automated play may commence in various ways. The server 4 may 
initiate automated play of the game, as shown in step 580, if the player has entered 
a start time 4463 as a player parameter selection. Specifically, the slot network 
server 4 searches the automated session database 446 and compares the time from 
the clock 412 to the values stored in the start time field 4463 and the end time field 
4464. If the internal clock time is equal to or greater than the value stored in the 
start time field 4463 and less than the value stored in the end time field 4464 (if 
such a value exists), then the slot network server 4 transmits a signal to the slot 
machine(s) 2 to initiate play. 

[0216] Alternatively, the player may choose to begin automated play 
immediately upon entering the player parameter selections other than a start time 
4462. 

[0217] In step 590, the slot machine 2, having played a game and generated 
outcome data, as described above with respect to various embodiments, transmits 
the outcome data to the slot network server 4. Along with the outcome data, the 
slot machine 2 transmits its machine ID number so that the server 4 can identify 
from which machine the outcome data came. In various embodiments, multiple 
slot machines 2 transmit outcome data to the slot network server 2. 

[0218] Outcome data, as used herein, means any information describing the 
outcome of a game or handle pull. In the present embodiment, outcome data 
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includes the final position of each reel and the corresponding payout or loss for a 
given play. 

[0219] According to various embodiments of the present invention, once the 
slot network server 4 receives the outcome data, it updates the player database 444 
and the slot machine database 449 in step 600. More specifically, the slot network 
server 4 accesses the slot machine database 449 and updates the record pertaining 
to the particular slot machine 2, as identified by its machine ID number 4491 . The 
slot network server 4 also accesses the automated session database 446 to 
determine the bet per pull 4466 for the particular player. Lastly, the slot network 
server 4 accesses the player database 444 to update the credit balance field 4446 in 
the player's record. The credit balance field 4446 is decreased by the bet per pull 
amount and increased by the payout 4497, if any. 

[0220] In various embodiments, slot network server 4 stores outcome data in 
conjunction with information identifying the player associated with the outcome. In 
an embodiment where one player is playing a gambling session at the same time 
that another player has initiated an automated session at the same slot machine 2, 
each outcome stored may indicate both players (e.g. by player tracking card 
number). This allows subsequent audits to account for the fact that although one 
outcome was generated a corresponding revenue stream may be associated with 
two players. Alternatively, slot network server 4 may store the above information 
without the identities. 

[0221] Once the slot network server 4 receives the outcome data, the server 4 
also updates the actual limiting criteria stored in RAM 430, as needed. 
Specifically, the number of pulls value is incremented by one and the total 
losses/winnings value is changed to reflect the results of the last game. 

[0222] In various embodiments of the present invention, the server 4 also 
stores the time it proceeds to step 610, as indicated by clock 412, as the time value 
corresponding to the time between handle pulls 4468. The server 4 uses this time 
value to determine the speed of play. Each subsequent time the system 1 performs 
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the operations of step 600, the server 4 also determines whether, in light of the time 
between handle pulls 4468, it must delay before continuing to proceed. 
Specifically, the server 4 retrieves the time between handle pulls 4468 and the 
previously stored time value. The server only proceeds to step 610 when the 
current time, as indicated by the clock 412, equals the sum of the time between 
handle pulls 4468 and the previously stored time value. The server 4 stores the 
time it proceeds to step 61 0 as the new time value. 

[0223] It is anticipated that a player having only a limited time remaining at a 
casino and a small amount of funds available will enter the minimum allowed time 
(e.g., "zero") as the time between handle pulls 4468. If such a value is received, 
the system 1 proceeds to continuously generate outcome data without delay, or 
with a minimal amount of time between generated outcomes, until a limiting 
criterion of play occurs. For example, the player enters the minimum allowed time 
as the time between handle pulls 4468 in step 550 and likely remains at the slot 
machine 2 to watch the slot machine 2 rapidly play game after game until, for 
example, the player is out of funds or wins a jackpot. 

[0224] In various alternative embodiments of the present invention, the slot 
network server 4 compares received outcome data with a player's session 
parameters to determine if the game corresponding to the received outcome data 
should be included as a game in the player's automated play session. For example, 
a player may choose to include all games from a particular type of slot machine in 
his automated play session. Thus, when the slot network server 4 receives outcome 
data corresponding to a game (whether automated or initiated manually) at a slot 
machine 2, it may include the game as part of the player's automated play session if 
the slot machine 2 is of the correct type. 

[0225] Once tire slot network server 4 receives the outcome data and updates 
the databases, the server 4 transmits the results of the play to the remote player 
communication device 6. The results communicated in step 610 to the player 
communication device 6 may include the actual reel position 4496, the payout of a 
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particular game 4496, the player's current credit balance 4446, and any other 
information stored or generated by the system 1 . 

[0226] Alternatively, the results may be stored by the server 4 and 
communicated, for example, at a specific time, periodically, upon the player's 
request, or in accordance with a player's selection parameters. Similarly, the 
results, once received by the communication device 6, may be stored and 
displayed, for example, at a specific time, periodically, upon the player's request, 
or in accordance with a player's selection parameters. 

[0227] The slot network server 4 establishes communication with a 
communication device 6 that is associated with the particular player. Specifically, 
the server 4 accesses the communication device database 448 and searches for the 
communication device number 4480 equal to that stored in the player's record in 
the automated session database 446 in field 4469. The server 4 then uses the 
communication identifier 4481, which is the pager or cellular telephone number, or 
the internet protocol (IP) address of a set-top device, to establish communication 
with the communication device 6. 

[0228] Note that in various embodiments, more than one communication 
device 6 may be associated with the particular player. Thus, results may be 
transmitted to a player's cellular telephone, PDA, pager, and/or other devices, for 
example, on a player's "buddy list". 

[0229] As described above, in one embodiment of the invention 
communication device 6 comprises a pager with a liquid crystal or other type of 
display. This communication of the outcome data to the player, which may even 
include a display of the reel position outcome on the display, permits a player to 
enjoy the excitement of the play without a physical presence at the device. Further, 
such essentially real-time communication with the slot machine permits a player to 
adjust the limiting criteria to maximize enjoyment and potential return, typically by 
increasing the speed and duration of play. 
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[0230] In one aspect of the invention, the remaining credit balance is 
communicated to the player along with the outcome data. Thus, when a player 
notes that his play may be terminated because his credit balance is running out, he 
has the opportunity to increase the credit balance. Preferably, the player will return 
to a slot machine and add further moneys. If returning to a slot machine is not 
convenient, the player can increase the credit balance by phoning the casino and 
authorizing the casino personnel to increase the credit balance. The casino 
personnel will appropriately enter the additional funds into the correct server 
database fields. If returning to a slot machine is convenient, the player may choose 
simply to return to the machine and add more coins. Alternatively, the player may 
increase the credit balance by sending a command to the casino, the slot machine 2, 
the server 4, or other device, via, e.g., a two-way pager or touch-tone wireless 
telephone. 

[0231] In step 620, having just completed one play, the slot network server 4 
determines whether a limiting criterion has occurred. Specifically, in the present 
embodiment, the slot network server 4 accesses the record in the automated session 
database 446, as identified by the player's ID 4460, to determine whether any one 
of the limiting criteria have occurred. 

[0232] The determination of whether any of the limiting criteria have occurred 
may be made by various comparisons, for example, by comparing any of: 1) the 
end time 4464 to an internal clock of tire server 4; 2) the maximum number of pulls 
4464 to the actual number of pulls stored in RAM 430; 3) the current credit balance 
4446 to the limiting credit balance 4465; and 4) the limiting maximum payout 
4466 to the actual payout 4497. If none of the limiting criteria have occurred, 
operation of the system 1 proceeds from step 580, once again. 

[0233] If any one of the limiting criteria has occurred, then, in step 630, the slot 
network server 4 stops the automated play session and transmits a signal to the 
communication device 6, thereby notifying the player that the automated session 
has ended. If the slot machine 2 was locked-up during the automated session, it 
may remain locked-up until the player returns. In an alternative embodiment, the 
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slot network server 4 also transmits an unlocking signal to the slot machine 2 upon 
the occurrence of a limiting criterion of play. The unlocking signal indicates to the 
slot machine 2 that it may accept coins and allow other players to commence play. 

[0234] hi yet another embodiment, information other than outcome data, such 
as machine messages, is conununicated to the communication device 6. Machine 
messages, as used herein, include information generated by the slot machine 2 
relating to the status of that particular slot machine 2. For example, such a 
machine message may indicate that the slot machine 2 lias stopped functioning 
properly, is being played manually, or is being played automatically by another 
player. 

[0235] In yet another embodiment of the present invention, limiting criteria of 
play, actual limiting values, or both, are communicated to the player. For example, 
the player will be notified of the current credit balance 4446 and the limiting credit 
balance 4465, as well as the current number of pulls, as stored in RAM 430, and 
the maximum number of pulls 4464 allowed. 

[0236] In an alternative embodiment, the outcome data transferred in step 590 
of Fig. 8 need only include the payout 4497, if any. In such an alternative 
embodiment, the slot machine 2 communicates only the payout information to the 
slot network server 4. The server 4, in turn, accesses a slot machine database 449 
and, based upon the machine ID number transmitted, accesses a record for that slot 
machine 2. A payout structure for that particular slot machine 2 is maintained 
within the record. The payout structure, like the payout table 284 in the slot 
machine 2, correlates the payout received from slot machine 2 to a possible reel 
result 

[0237] For example, if reels 262, 264, 266 of the slot machine 2 reveal "cherry- 
cherry-bar," the slot machine 2 may deteimine that, according to the payout table 
284, the player should receive a payout often coins. The slot machine 2 then 
communicates to the slot server 4 a payout of ten coins. The server 4, by accessing 
the payout structure, correlates the payout of ten coins back into the reel positions 
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of "cherry-cherry-bar." Because several reel positions may correspond to the same 
payout, the slot network server 4 may determine that a reel position other than 
"cheny-cherry-bar" occurred. Thus, the server 4 simulates the actual outcome of 
the slot machine 2 for transmission to the player's communication device 6. 

[0238] It will be appreciated by those skilled in the art that, while the player 
may select player parameter selections in the manner described above, the casino 
may also set guidelines on the automated operation of the slot machines. In 
general, the casino is desirous of maximizing play on, and hence revenue from, 
each machine. Thus the casino may limit the selectable range of player parameter 
selections, for example the frequency of handle pulls, to insure reasonably constant 
and speedy play. Further, the casino may alter the range of player parameter 
selections, and even the fundamental operation of the machines, to encourage play 
during times when the machine is otherwise underutilized. For example, the casino 
may permit a machine to be played during late night hours, in an automated mode, 
at a slower speed and with a higher payout schedule. This would permit a player to 
start automated play during the nighttime hours when the machine would be 
otherwise unused. The casino hours would benefit from increased play and 
revenue, while the player would benefit from potentially better payouts. 

[0239] At any time during the operation of the system 1, as described with 
reference to Fig. 8, the player may return to the slot machine 2 and manually 
terminate automated play. Such manual termination of automated play will now be 
described with reference to Fig. 9. 

[0240] Upon returning to the machine 2, as shown in step 7 1 0, the player, in 
step 720, inserts the player tracking card 312 into the card reader 310. The card 
reader 310 reads the player identifying information from the player tracking card 
312 and, in step 730, the slot machine 2 transmits this player identifying 
infonnation to the slot network server 4. 

[0241] In step 740, the slot network server authenticates the player identifying 
information. Specifically, the slot network server 2 searches the automated session 
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database 446 to determine whether the player ID number and the machine ID 
number just received are also present in a single record in the automated session 
database 446. If the information is present in a single record in the automated 
session database 446, the player identifying information is deemed authentic. 

[0242] In an alternative embodiment, the player may terminate his automated 
play session by returning to any available slot machine 2, regardless of whether the 
slot machine 2 was involved in the automated play session. Accordingly, the 
player identifying information may be deemed authentic if the player ID number is 
in at least one record in the automated session database 446. 

[0243] Having authenticated the player identifying information, the slot 
network server 4 transmits the results from the automated play to the slot machine 
2 for display to the player in step 750. The results, which are displayed on display 
320 or, alternatively, video display area 270, preferably include the player's credit 
balance 4464. The displaying of the results may also include, for example, all of 
the resulting reel positions or only the winning reel positions. These results may 
also be made available to the player via the communication device 6. Having read 
the results from the automated play session, as shown as step 760, the player may 
then decide to terminate play. In step 770, if the player decides to terminate play, 
then the player may receive a payout owed. 

[0244] It will be understood that, should the player so desire, a complete audit 
of the automated play session is available through an appropriate examination of 
the contents of slot machine database 449. Such an audit would typically be 
provided by casino personnel upon special request by the player, and could include 
a complete reporting of results for every play during the automated session. 

[0245] On the other hand, if the player decides not to terminate play, then the 
player must decide whether to resume automated play, as shown in step 780. If the 
player decides to resume automated play, such play will continue as described with 
reference to Fig. 8, steps 580-630, until a limiting criterion occurs or the player 
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returns to manually terminate play. The resumption of automated play is shown as 
step 790. 

[0246] As an alternative to resuming automated play, the player may decide 
instead to resume manual play of the slot machine 2. Step 800 illustrates the 
resumption of manual play. 

[0247] As shown in step 770, the player may receive any payout 4497 due. 
Receiving the payout may involve the slot machine 2 dispensing the amount of 
coins equal to the credit balance 4464 for the player. Note that the slot machine 2 
may or may not be the same slot machine at which the player initiated his 
automated play session. In an alternative embodiment, the payout involves the 
player returning to the slot change booth or casino cage and presenting the player 
tracking card 312. The casino personnel proceed to read the player ID and player 
name from a player tracking card 312. Upon verifying the player's identification 
with a secondary form of ID, such as a driver's license, the personnel access the 
player database 444. The casino personnel proceed to pay the player any amount 
less than or equal to the current credit balance 4446 stored in the player's record. 
The personnel then adjust the credit balance 4446 to reflect the disbursement. 

[0248] hi another alternative embodiment, the player may receive a prize or 
reward in lieu of the payout 4497 due. For example, the casino may offer the 
player a free hotel stay in lieu of the payout 4497 due. Such an offer may be 
communicated to the player, for example, by the casino personnel, via the 
communication device 6, or via the display 320 of the slot machine 2. Of course, 
such an offer may be communicated via the communication device 6 during 
automated play. 

[0249] In some embodiments, some or all of the slot machine outcomes are not 
generated automatically for a player, but may be generated manually on behalf of a 
player by a casino representative. In one embodiment, the casino representative 
plays just as any other person would, but the casino representative is gambling with 
the player's money. The casino representative might begin by inserting money 
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provided by the player into a slot machine. The casino representative might then 
make a number of handle pulls specified by the player. If any coins drop into the 
coin tray, then the casino representative may reinsert them into the slot machine. 
After the specified number of handle pulls, the casino representative might then 
cash out any remaining player money from the slot machine. Finally, the casino 
representative may send a check for the remaining amount of money to the player, 
or may give the money to the player directly. 

(0250] hi the above embodiment, there is potential for fraud on behalf of 
casino representatives. For example, a casino representative might simply keep all 
of a player's starting money, and later tell the player that all the money was lost to 
the slot machine. Even if a casino representative is not dishonest, there is always 
die potential that a player will suspect dishonesty, and will protest a loss, or will 
simply not remain a customer of the casino. Therefore, casino representatives may 
follow special procedures designed to minimize fraud. 

[0251] In one embodiment, a casino representative may perform any one or 
more of the following steps in the process of gambling on behalf of the player, as 
depicted in FIG. 1 1 . At step 1 1 10, a casino representative checks out an amount of 
cash, tokens, or other currency from a repository in the casino. The amount may be 
specified by the player. In the checkout process, the casino representative fills out 
information in a log, such as the exemplary log depicted in FIG. 12. The 
information may detail the amount of money checked out 1260, die name of the 
player on behalf of whom the money is checked out 1240, the time and date 1270, 
the name of the casino representative 1220, and so on. The casino representative 
might confirm his own identity by, for instance, providing a signature, 
identification number 1230, fingerprint, or password for the log. The casino 
representative might also swipe an identification card through or near a card reader 
to confirm his identity. The log itself may be on paper or otiier material, or it may 
be electronic. 

[0252] The session identification number field 1 2 1 0 in figure 1 2 provides a 
reference tag for a particular session during which a casino representative has 
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placed bets on behalf of a player. The play contract identification number field 
1250 identifies the contract that has prompted the current session to be played on 
the player's behalf. For example, a player might have entered into a contract 
authorizing the casino to place bets on the player's behalf, using $1000 of the 
player's money, over the course of a two-hour session. The field 1250 identifies 
the relevant contract. 

[0253] Once the casino employee has checked out money on behalf of a player, 
the casino representative may proceed to a slot machine. As illustrated in step 
1 120, once at the slot machine, the casino representative may again input 
information into a log. This time, the log (not shown) may be associated with the 
particular slot machine, so that each slot machine may have its own separate log. 
However, there may be a single log for multiple slot machines. Information placed 
into the log associated with the slot machine may include the name of the casino 
representative, the name of the player on whose behalf the casino representative 
plays, the time at which the session is initiated, the number of handle pulls to be 
made, the amount of money with which the casino representative is beginning the 
session, information confirming the identity of the casino representative, and so on. 
Once again, the log may be paper or electronic. 

[0254] The casino representative might also use a special identification card 
inserted into the player tracking card reader. This card might even have 
information about the remote wagering session encoded onto the card. Based on 
information read from the inserted card, the slot machine may be able to 
automatically update its associated log. 

[0255] The casino representative may then proceed to initiate handle pulls on 
behalf of the player (step 1130). For each handle pull, the slot machine may record 
outcome information in the slot machine log (step 1 140). Outcome information 
may include the indicia comprising the outcome, the amount paid out, whether the 
payout was in cash, credits, or tokens, the time and date at which the outcome was 
generated, and so on. The slot machine may also log information about the amount 
bet on each handle pull, and about any amount inserted or cashed out over the 
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course of the session. In an alternative embodiment, the casino representative 
manually logs outcome information himself. 

[0256] Once the casino representative has finished a session (step 1150), the 
casino representative may cash out any credits remaining with the slot machine 
(step 1 160). The casino representative may then fill additional information into the 
log of the slot machine (step 1 170). This information may include the time and 
date at which the session is being concluded, the number of handle pulls 
completed, the amount of money remaining at the conclusion of the session, the 
name of the player on whose behalf the session was played, the name of the casino 
representative, and any identifying information about the casino representative. 
Information provided to the slot machine log may be input manually by the casino 
representative, or automatically by the slot machine. 

[0257] In some embodiments, once a session has been finished on a slot 
machine, a new session may not be initiated on the same slot machine for a 
predefined transition period. The period may last, for example, five minutes. The 
purpose of the transition period is to make it clear that play on behalf of a first 
player on a slot machine has completely finished, and that subsequent play on the 
same slot machine is made on behalf of a new player. In this way, a first player 
cannot easily complain, for example, that a jackpot won during a second player's 
session belongs to him. 

[0258] When a casino representative has finished a session at a slot machine, 
the casino representative may then proceed to another slot machine. For example 
the player may have left instructions for sessions to be played on his behalf at 
multiple slot machines. The casino representative may then repeat the process of 
signing in to the new slot machine's log, playing the session, and then signing out 
of the slot machine's log. 

[0259] Once the casino representative has finished playing sessions on behalf 
of a player, the casino representative may check any remaining player money back 
into the repository (step 1 180). To do so, the casino representative may make an 
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entry in the repository log, indicating the time and date at which money is being 
returned (1290), the amount of money being returned (1280), the name of the 
player to whom the money belongs, the name of the casino representative, and any 
other required identifying information about the casino representative. The casino 
representative may also provide information describing the sessions played on 
behalf of the player. For instance, the representative may provide the identifiers of 
the slot machines at which he played, the number of handle pulls made at each slot 
machine, the amount won or lost at each slot machine, and so on. 

[0260] A subsequent audit performed by another casino representative, by the 
player, or by the third party might compare the logs from the various slot machines 
to the repository log. If all is well, the difference between the amount removed 
from the repository, and the amount returned to the repository on behalf of a player 
will exactly equate to the total amounts won or lost on behalf of the player at the 
various slot machines. 

[0261] In one embodiment, the casino representative is tracked on film as he 
goes through the process of checking out money, playing sessions, and returning 
money to the repository. Cameras monitoring the casino representative may be 
overhead, or may be part of the slot machine. Casino representatives may 
additionally wear identifiers that make them easily identifiable on camera. For 
instance a casino representative may wear a bright red badge. Then, a player or an 
auditor remotely viewing a feed of a casino floor from a camera would be able to 
identify and follow the actions of any desired casino representative. 

[0262] In one embodiment, when a casino representative plays a session on 
behalf of a player, the casino representative inserts the player's tracking card into 
the gaming device. This allows the player to receive comp points for his play, and 
also allows the slot machine to automatically log the name of the player on behalf 
of whom a session is played. The casino representative may be in possession of a 
player tracking card left with the casino by the player, or the casino representative 
may be in possession of a duplicate player tracking card. 
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[0263] Any of the aforementioned log entries made by the casino representative 
may be done in an automated fashion. In fact, if a casino representative is not 
involved, then all log entries may be made in an automated fashion. For example, 
the slot network server may log a one hundred credit deduction from a player 
account. The slot network server may then transmit the credit and player 
information to a slot machine, which logs that one hundred credits have been added 
to the machine on behalf of the player. The slot machine may then follow player 
provided instructions, and log each outcome. Finally, the slot machine may log the 
end of the session, including the amount of credits the player has at the conclusion 
of the session. Then the slot machine may transmit the credit information back to 
the slot network server, which logs the credits as being deposited back into the 
player's account, the tune of deposit, and so on. 

[0264] In some embodiments, some or all log entries are transmitted to the 
relevant player or to a third party, such as an auditor. Log entries may be 
transmitted substantially as they are made, or may be delayed. 

[0265] In addition to the auditing features described above, various procedures 
may be set in place to assure that a casino representative gaming on behalf of a 
player faithfully follows a player's given instructions. To this end, whenever a 
casino representative begins a session at a slot machine, the slot machine may 
download player instructions from the slot network server. The slot machine may 
then prevent the casino representative from perforating any unauthorized actions. 
For example, if a casino representative attempts to bet fifty cents on a single handle 
pull, and the player has instructed that bets be only twenty-five cents per handle 
pull, then the slot machine may fail to execute the handle pull. Alternatively, the 
slot machine may only register the first twenty-five cents bet and use a payout table 
for the outcome corresponding to a twenty-five cent bet. 

[0266] In some embodiments, the slot machine displays a message to the 
casino representative when the representative fails to accurately execute an 
instruction. The message might say, "John has requested that you double the bet 
after a win. Please bet another credit." In other embodiments, the slot machine 
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displays instructions to the casino representative prior to every action the casino 
representative takes. In this way, the casino representative need not remember 
player instructions, and need not refer to an instruction sheet, but need only follow 
the instructions on the display of the slot machine. In may be noted that 
presumably, if a slot machine is intelligent enough to instruct the casino 
representative as to exactly what to do, and to prevent the casino representative 
from doing otherwise, then the slot machine may as well execute all player 
instructions automatically. However, there may be good reasons for having player 
instructions executed manually by a casino representative. For example, a player 
may be less distrustful of a human playing on his behalf than of a machine playing 
on his behalf. 

[0267] It is to be understood that the present invention is not limited to an 
embodiment including both the slot machine 2 and the slot network server 4. 
Specifically, in one embodiment of the present invention, a slot machine alone 
stores the automated play information, including player identifying information, 
credit balance, player parameter selections, and actual limiting values. Moreover, 
the slot machine not only generates outcome data, but also, rather than employing a 
server, internally updates the information as described above. 

[0268] Furthermore, the present invention encompasses automated play of 
gaming devices that require a player to make decisions during play, such as video 
blackjack machines, video poker machines, and the like. The inclusion of decision 
rules in the player parameter selections accounts for the need to make decisions. 
Alternatively, decision rules may be applied to all players or may be otherwise 
outside of the control of the player. For example, all players playing an automated 
play session, or a certain subset of such players, may be forced to play according to 
a predetermined set of decision rules. Decision rules dictate the course of play 
based upon the current status of play. For example, decision rules for automated . 
play of a video blackjack machine include staying when the dealer shows a "six" 
and playing according to the highest odds of winning. In short, because decision 
rules obviate the need for player decisions, automated play may proceed. 
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[0269] In an alternative embodiment, outcomes requiring a decision by the 
player may be stored and displayed to the player at a later time, for example, when 
the player returns to the slot machine 2, or via the communication device 6 at the 
player's request. After the outcome requiring a decision is stored, automated play 
may then continue with the next game. For example, some outcomes of reel slot 
machine games require the player to make a selection in a bonus round, hi 
accordance with this alternative embodiment, then, automated play could continue 
without the player's selection. The player could then play all the stored bonus 
round outcomes requiring the player's selection at a later time, 

[0270] According to some embodiments, a slot machine may include a means 
for recording audit irrformation. Audit information may include records of 
outcomes generated by the machine, a number of credits won or lost by a player as 
a result of the outcomes, and the identities of players who have had outcomes 
generated using the simplified slot machine. For example, a simplified slot 
machine is automatically generating outcomes for John, a remote player. The 
machine may record, for a particular outcome, that the outcome was generated for 
John, that twenty-five cents was wagered, that the outcome was generated at 
3:39:27.596 p.m., 12/18/04, that the outcome generated was "cherry-cherry-bell," 
and that five 25-cent credits were added to John's account. 

[0271] In one embodiment, a slot machine records audit information on a 
tangible medium, such as a paper tape. The machine may therefore contain a 
printer, such as a laser printer or dot matrix printer, through which a paper tape is 
fed. Then, information about each outcome generated may be printed as a separate 
line on the tape. In another embodiment, audit information is recorded in a 
memory device, such as RAM, magnetic memory, or optical memory. In another 
embodiment, audit information is recorded at the slot network server. Therefore, 
the slot machine may transmit any audit information, such as the outcome 
generated, the time of generation, and so on, to the slot network server. 

[0272] In another embodiment, a slot machine with reels may be configured so 
as to cause the reels to shift from one outcome to another using a minimal number 
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of rotations. For example, a first reel of a slot machine currently displays 
"CHERRY," and must display "LEMON" for the next outcome. If the lemon is 
three stops after the cherry, then the reel need only spin three stops before 
displaying "LEMON." In contrast, a slot machine on a casino floor might typically 
spin the first reel multiple times before it stopped on "LEMON." Not only may a 
reel spin a minimal number of rotations, but it may also spin in the direction that 
would most quickly or most efficiently bring the reel to the desired stop. 
Therefore, in the above example, if the "LEMON" symbol had been three stops 
after the "CHERRY" symbol, the reel might have spun backwards in order to stop 
on the "LEMON" symbol. 

[02731 hi some embodiments, a remote player's play session may be in the 
process of executing, either automatically or under the control of a casino 
representative, when something goes wrong. Examples of what might go wrong 
include: the machine executing the play session breaks down; the machine runs out 
of coins; and the power goes out in the casino; the video feed from the machine to 
the remote player gets interrupted; etc. When something goes wrong, the slot 
machine may be programmed to immediately log the player's balance on the 
machine, the time at which the interruption occurred, the player's name, the name 
of the casino representative conducting the session, and any other pertinent 
information. For example, the slot machine may contain a backup power supply, 
such as a battery, with enough stored energy to record audit data following a 
general loss of power. If the log is maintained in electronic form, then the slot 
machine may also cause log information to be printed. Alternatively, the slot 
machine may transmit log information to the slot network server, or to the remote 
player. 

[0274 j In particular, a remote player viewing the generation of his outcomes 
may be concerned during an unexpected interruption. At such times, the slot 
network server or the slot machine may assuage the player concerns by sending the 
player a reassuring message, perhaps via a communications channel that has not 
been effected by the interruption. For example, the slot network server might send 
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to the player an email message saying, "We have had a break in service due to a 
machine malfunction, and we apologize for the interruption. However we assure 
you that your money is safe and accounted for, and we will hopefully be able to 
resume service shortly." The message may further spell out the amount of money 
the player had in his bankroll at the time of the interruption, may provide a number 
the player can call with further questions, and so on. 

[0275] In some embodiments, a player will have specified a particular slot 
machine on which his play session is to be executed. For instance, the player may 
perceive slot machine number 52248 to be a lucky machine because his date of 
birth was May 22, 1948. The loss of a lucky slot machine due to breakdown or 
other interruption may therefore be cause for significant concern for a player. A 
player may therefore specify, in his play session or otherwise, one or more backup 
machines to be used should his first choice of machines break down. In this way, a 
player who loses a lucky machine to malfunction may fall back on another lucky 
machine, rather than having his play session executed on just any arbitrary 
machine. 

[0276] As mentioned, should anything go wrong with a player' s play session 
being executed on a first machine, the player's play session may be taken up by a 
backup machine. The backup machine may receive log information from the 
original machine, or from the slot network server, which may have received the log 
information from the original machine. The backup machine may then make an 
entry in its own logs, showing that it has taken up a play session, and showing the 
state of the play session when the play session was taken up. For instance, the 
backup machine shows that it has taken up a 100-spin play session on the 63rd 
spin, having taken the play session from machine number 52248. 

[0277] In one embodiment, two or more cameras are used to detect when 
something has gone wrong with a player's play session being executed on a slot 
machine. The slot machine may be either a simplified slot machine or a standard 
slot machine on the floor of a casino, ha this embodiment, the two or more 
cameras are focused on the slot machine. The cameras each produce video feeds of 
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activity at the slot machine. For example, the cameras may produce video feeds 
showing the reels of the slot machine, the credit meter of the slot machine, the 
payout meter, the coin tray, the bonus screen, etc. Another discrepancy would 
occur if two video cameras were monitoring the same feature of a slot machine, 
such as its reels. One video camera might provide a feed showing an outcome of 
"cherry-cherry-cherry," while the other camera might provide a feed showing an 
outcome of "cherry-cherry-bar." Upon detecting a discrepancy, the monitor may 
send a signal to the slot machine to stop executing the play session until the 
discrepancy in the video feeds can be fully investigated. The monitor may further 
send a signal to casino personnel in the vicinity of the slot machine to investigate 
the discrepancy. In this embodiment, microphones or other sensors may be used in 
place of, or in addition to video cameras. For example, a microphone may monitor 
the sound effects emanating from the slot machine. If a video feed of the slot 
machine indicates a large payout, but the microphone does not indicate sound 
effects consistent with a large payout, then a monitor may determine that 
something has gone wrong with the execution of a play session at the slot machine. 

[0278 j In some alternative embodiments, the slot network server includes a 
scraping device interface coupled to the CPU. Scraping devices may include any 
devices that can be affixed to a slot machine or placed in proximity to a slot 
machine, and that can retrieve information from the slot machine. For example, a 
scraping device may comprise a small camera that can be attached to a slot 
machine and can be directed at the outcome display area (e.g., the reels) of the slot 
machine. A scraping device may retrieve information by monitoring an outcome 
display area, a credit meter, a payout meter, a coin tray, or any other non-static 
feature of a slot machine. The scraping device may detect electromagnetic signals, 
acoustic signals, vibrations, and other signals produced by a slot machine. The 
scraping device may interpret such signals using a processor and software 
contained on a ROM, both internal to the scraping device. For example, a scraping 
device monitoring a payout meter may detect a change in light emissions from the 
payout meter, and interpret the change, using optical character recognition 
technology, to mean that a player at the slot machine has just won 1 0 credits. 
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[0279] A scraping device may also comprise a piece of hardware or software 
residing within the slot machine. Although it may be internal to the slot machine, a 
scraping device may not receive any direct signals from the processor of the slot 
machine. Instead, the scraping device may interpret outputs from the processor of 
the slot machine that have been sent to the reel controller, hopper controller, video 
display area, or other features of the slot machine. The scraping device may 
communicate any information it has retrieved from a slot machine to the slot 
network server via the slot network and the scraping device interface. 

[0280] Embodiments where the slot network server communicates with the 
scraping device provide advantages in that the slot network server need not 
communicate directly with a slot machine in order to e.g., track the progress of a 
player's play session. Therefore, a slot machine need not be retrofitted just to 
comiect to the slot network. Instead, a scraping device can be attached to the slot 
machine. 

[0281] One type of scraping device is a screen scraper, typically embodied as a 
computer program. A screen scraper is often used to translate data from the output 
of a first program into data suitable to be used by a second program. The 
translation process is used because the two programs operate on data that is 
formatted differently, and so cannot communicate directly with one another. The 
translation process occurs, in one case, when the older program outputs data to be 
displayed in a first format on a display screen, such as a CRT display. The screen 
scraper reads the data, and translates it from the first format to a second format. 
The screen scraper may then provide the data in the second format to the newer 
program, which can now understand the data and perform operations on the data 
that perhaps were not possible with the older program. 

[0282] There has thus been provided a method and apparatus of operating a 
gaming device, for example a slot machine, in an automated manner. The present 
invention permits a casino to significantly increase the usage and revenue of such 
gaming devices, encouraging substantially continuous play at times when the 
machine might otherwise be un- or under-used. The invention further peimits a 
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player to enjoy all of the benefits of gambling, such as the enjoyment of viewing 
real-time gaming device results, without necessitating a physical presence at the 
machine. Additionally, the invention permits the casino to offer better-tlian-normal 
playing parameters, such as an improved payout schedule, or even the special 
reservation of a selected machine during normal playing hours. 

[0283] Although the present invention has been described in terms of certain 
preferred embodiments, other embodiments that are apparent to those of ordinary 
skill in the art are also intended to be within the scope of the present invention. 
Accordingly, the scope of the present invention is intended to be limited only by 
the claims appended hereto. 
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WHAT WE CLAIM IS: 



1 1 . A method comprising: 

2 determining data representative of at least one of: 

3 an end time, 

4 a maximum number of plays, 

5 a wager amount, and 

6 a rate of play; 

7 initiating automated play of at least one slot machine, 

8 in which at least one of the at least one slot machine is not available 

9 for manual play at least during the automated play; 

1 0 terminating the automated play of the slot machine based on the data; 

1 1 receiving a first signal including a representation of the automated play; 

12 receiving a request from a remote player to view the representation of the 

13 automated play; and 

14 transmitting a second signal including the representation of the automated 

1 5 play to a remote player. 

1 2. The method of claim 1, further comprising: 

2 transmitting locking data to the at least one slot machine. 

1 3 . The method of claim 1 , in which at least one of the at least one slot 

2 machine is not operable for manual play. 

1 4. The method of claim 1 , in which at least one of the at least one slot 

2 machine is not accessible by any player. 

1 5 . The method of claim 1 , further comprising: 

2 enabling manual play of at least one of the at least one slot machine after 

3 terminating the automated play. 
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1 6. The method of claim 1, in which a first slot machine of the at least one slot 

2 machine is stacked on top of a second slot machine. 

1 7. The method of claim 1 , in which at least one of the at least one slot 

2 machine comprises a first casing that may be replaced with a second casing. 

1 8. The method of claim 1 , in which transmitting the second signal comprises: 

2 determining a communication device that is associated with the remote 

3 player; and 

4 transmitting the second signal to the communication device. 

1 9. The method of claim 8, in which the communication device comprises a 

2 handheld device. 

1 10. The method of claim 8, in which the communication device comprises a 

2 telephone. 

1 11. The method of claim 8, in which the conmiunication device is associated 

2 with an internet protocol address. 

1 12. The method of claim 1, in which transmitting the second signal comprises: 

2 transmitting the second signal via wireless communication. 

1 13. The method of claim 1 , in which transmitting the second signal comprises: 

2 transmitting the second signal to a display device. 

1 1 4. The method of claim 1 , in which the first signal comprises a video signal. 
1 15. The method of claim 1 , in which the first signal is received from a camera. 
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1 16. The method of claim 15 f in which the camera is operable to view the 

2 automated play of at least one of the at least one slot machine. 

1 1 7. The method of claim 1 5, in which the camera may be operated by the 

2 remote player. 

1 18. The method of claim 1 , in which transmitting comprises: 

2 transmitting the second signal in response to a request from the remote 

3 player. 

1 19. The method of claim 1, in which at least one of the at least one slot 

2 machine comprises a machine identifier: 

1 20 . The method of claim 1 9, in which the machine identifier is viewable by the 

2 remote player. 

1 21. The method of claim 1 , in which at least one of the at least one slot 

2 machine comprises an indicator of activity. 

1 22 . The method of claim 2 1 , in which the indicator of activity comprises at 

2 least one of: 

3 a source of light, 

4 a source of light having a color that is associated with the remote player, 

5 a flag, and 

6 a text message. 
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1 23. A method comprising: 

2 receiving data associated with a remote player, the data representative of at 

3 least one of: 

4 a wager amount, and 

5 a maximum number of plays; 

6 initiating automated play of a slot machine; 

7 terminating the automated play of the slot machine based on the data; 

8 receiving a first video signal from a camera, in which the first video signal 

9 indicates at least one outcome of the automated play; 

10 generating a second video signal that indicates the at least one outcome of 

1 1 the automated play; 

12 detennining at least one communication device that is associated with the 

13 remote player; and 

14 transmitting the second video signal to the at least one communication 

15 device. 

1 24. A method comprising: 

2 receiving from a player a first amount of funds for use in providing a 

3 session of play of a slot machine for a remote player; 

4 storing the first amount of funds in a repository; 

5 checking out the first amount of funds; 

6 initiating the session of play ushig the first amount of funds; 

7 storing an indication of at least one outcome generated during the session of 

8 play; 

9 determining a second amount of funds based on the session of play; and 

1 0 checking in the second amount of funds at the repository. 

1 25 . The method of claim 24, in which checking out the first amount of funds 

2 comprises: 

3 indicating the first amount of funds in a log. 
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1 26. The method of claim 24, in which checking in the second amount of funds 

2 comprises: 

3 indicating the second amount of funds in a log. 

1 27. The method of claim 24, further comprising: 

2 detennuiing a first difference between the first amount and the second 

3 amount; 

4 determining an amount won during the session; 

5 determining an amount lost during the session; 

6 detemiining a second difference between the amount won and the amount 

7 lost; and 

8 determining whether the first difference is equal to the second difference. 
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